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A Study on 3D Design paradigm in Augmented Reality
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Abstract

The development of digital technology has
expanded some aspects of human life -life style,
culture, business and even physical sensation— into a
world of virtual reality. Especially the advent of
"ubiquitous changed the
human life. In the

environment’  greatly

paradigm  of ubiquitous
environment, a design is required to make the
borderline between actual reality and virtual reality
look as if it doesn’t exist, which is obvious in
digital and analogue space. A gap between an actual
reality and a virtual reality is technically inevitable
but the gap can be filled by a technology of
augmented reality. With the augmented reality
technology in U-space, an artificial image is overlaid
on an object of actual reality, and so the result
looks more ’actual’ than virtual reality. Compared to
existing design processes, the 3-D design simulation
based on an augmented reality is superior in terms
of time and cost effectiveness, versatility, easy
adjustment and most importantly, high level of sense
of realness. All these were proved in the panel test
after a prototype was made. The potentiality of 3-D
should be

continuous research should be conducted.

design  simulation recognized and
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(Milgram’s Reality-Virtuality Continuum)
(EA: P. Milgram, and F. Kishino, "A Taxonomy of Mixed Reality Visual
Displays," IEICE Transactions on Information Systems KiiAd)
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10) P. Milgram, and F. Kishino, "A Taxonomy of Mixed Reality Visual
Displays," I|EICE Transactions on Information Systems, (1994)
E77-D(12):1321-1329.
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AN AE F4E 773 (Augmented Virtuality)
2hal gtk olof W E Mo EAE AA A
S0l A= AL 574 (Augmented Reality)
2tal Aol o] RE WFE XFse s £3d
A (Mixed Reality)o]2ta st} VR7]&o] AA 84S
AFE7E AT A diAshs 71Eddl e, S
FA7)Ee gAY o ARE FAgorA &
45 FNTIE Vot dAAAS BE RO
HFE g ozgl o]Foixl FPFAAIALelo A o]
Fo| FES= AAE TE Aol gk T4
Al A 2gl e ALEAE dAAAC Aok e
AAA e STHEA AAE we)h o] Uut
Hod HANAES 7oz JMFEAE T AL
ojujgtt}, o9t el F47Hd(Augmented Virtual)
& TPEAAE Te 2 A

AR, AAAAL 7PFAA Abel 9] FREFIL w11
% A-8A (interaction)< A&3tcl, S4, AAS 8
AT AR, FGoAA AR A FIAR] AEE

etk A, dAE Qe o] el HEELE Fojdt

Aot oA, dAAA L} TPEAA L FE e A

Htransition) Sz}

5 Qehi oje @ H;oﬂ o Qzke] Az &

Zpol& HolA Hrt

11) Mark Billinghurst, Hirokazu Kato: Collaborative augmented reality.
Commun. ACM 45(7) (2002), pp.46-70
12) Milgram, P. and F. Kishino,
Reality Visual Displays," IEICE Transactions on Information
Systems, E77-D(12) (1994), 1321-1329.
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3-2. 435} see—through HMD A|AH!
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(22! 6) L3t see-through HVD SZHsi4 A|AH JjEdT
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(a2 7) HE|2see-through HMD SZ& 4! AJAH JHET
(ZA: Brogni, B.A. Avizzano, C.A., Evangelista, C. and Bergamasco, M., 1999)
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Az g 2 AHe AR 8
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13) Hannes Kaufmann , Geometry Education with Augmented Reality,
Technischen Universitat Wien von, 2004. pp9-10
14) Zwecke der Erlangung, ibid
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£X: Virtual Reality and Augmented Reality
http://www.ingraphics.net/publications
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Presentation System for Product Design, Technische Universitat Minchen)

TEp Brh 22w o] get FAAMNAY] A
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15)Gudrun  Klinker, Allen H. Dutoit,
Presentation System for Product Design” , International Symposium
on Mixed and Augmented Reality (ISMAR'02)(2002), pp.76

Martin Bauer,  “A
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(2% 13) A Mixed Reality Workspace for Aesthetic industrial design
£ 0|38 ZLHYA RSA 3D LA
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‘Situated Documentaries'1V &= A
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16) Wayne Piekarski and Bruce H. Thomas. “Tinmith-Metro: New
Outdoor Techniques for Creating City Models with an Augmented
Reality Wearable Computer”. In Proceeding of ISWC'01: : Inter. Symp.
on Wearable Computer, Zurich, Switzerland, (Oct. 2001), p.31-38.

17) Tobias Hollerer, John Pavlik. Situated Documents: Embedding
Multimedia Presentations in the Real World. In Proceeding of ISWC’99
: Inter. Symp. on Wearable Computer, San Francisco, California, (Oct.
1999). p. 79-86.
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A. User
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(23! 14) Tinmith-Metro
(EA:http:/fwearables.unisa.edu.au/projects/ARQuake)

(32 15) Columbia UniversityQ| Situated Documentaries
(E4]: Situated Documentaries: Embedding Multimedia
Presentations in the Real World, Columbia University New York,
NY. 1999)
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